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he lives of mice are a daily struggle for

survival—the weather, wilderness and
animals are uncaring and savage. But mice are
a doughty people. Though all the world stands
against them, they refuse to give up! They have
claimed the Mouse Territories as their own: a
network of cities, towns and villages where mice
thrive and prosper despite all that stands in their
way.

A band of selfless heroes makes it all possible.
Called the Mouse Guard, these fearless mice
blaze trails through the wilderness, escort
travelers from city to city, and protect mice cities
from predators and the fury of nature. In the
Mouse Guard Roleplaying Game, you get to be one
of them.

The Mouse Guard Roleplaying Game is based on

the award-winning Mouse Guard comic book and
graphic novel series written and illustrated by
David Petersen. This game contains everything
players need to know about the world of the

Guard including rules for forming patrols and
heading up missions into the beleaguered %
Territories.

The game is intended for all ages and uses
a simplified version of designer Luke Crane’s
multiple-award-winning Burning Wheel rules
system. New art from creator David
Petersen and extensive background
material on the Mouse Territories are
provided within.

Do you have what it takes to fight for
the ideals of the Mouse Guard?

ARCHAIA

For the convenience of Game Masters and Players,
a map of the Mouse Territories is printed on the
reverse of this jacket.
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FOREWORD

% NG n the floor of my childhood bedroom I sketched three mice that would change my life.
While I think of the mice as creations of my own, I did base them on my friends’ distinct

b A personality traits. Over the course of our te@@, my friends and I sat in each others’
basements and attics rolling dice and imagining wodIN&r different from that of Flint, Michigan,
where we all lived at the time. It was a wonderful e@ape. We explored playing characters that were

storytelling device that, I believe, honed myAQ¥

) about how to tell a story.

sometimes much like ourselves in personality :nr.* SYmetimes vastly different. It was an interactive

So, it wasn’t long before we
tried playing Mouse Guard as
a roleplaying game. I ran the
game and offered up situations
and opposing characters
that have now become fully
cemented in the Mouse Guard
comics. | was able to see
how my friends thought my
characters would react to a
world where everything was
larger than them and they were
the most sought-after prey.




For me, Mouse Guard is about more than surviving in harsh conditions. It’s about thriving in them.
It’s about character: the type of sacrifice that must be given by the exceptional to give peace to the
common. It’s about relationships: friends who have the same goal, but disagree on how to reach it.
And it’s about adventure: mice rushing into exciting battles against foes at least twice their size.

Luke Crane was masterfully able to take the things about Mouse Guard that are important, at its core,
and mold his Burning Wheel roleplaying system around them. His fresh techniques cast off the idea
of characters driven by statistics and lucky rolls of the dice, and focus on true character building. This
is not a fantasy game in which you just happen to be mice; it is a game that accounts for the ideas
of how mouse society is shown in Mouse Guard. Luke asked me to flesh out the gaps of information
needed for a roleplaying game that were not yet present in the comic series, and I am very pleased
to say that those ideas have sparked new stories.

May you, your family and friends enjoy playing in thes&@f Mouse Guard!

—David Petersen, Michigan, 2008




[TREVOLVESON [HIS

Death is as pomer}x\!q weapon
as it is an\.fg escape.

Heroes ca®@ss into fegen({s,

[e:.;qocfs into mg’([w.

%@fue[ new Beroes.

—The last recorded words of the Black Axe, Champion of the Mouse Guard

> ; elcome to the Mouse Guard roleplaying game. In this game, you take on the role of a
( ‘ mouse hero struggling against the wild, the seasons and his own mouse nature. Using
2 the instructions presented in this book, you and a group of friends can sit down together
and play out a series of adventures like those depicted in David Petersen’s excellent Mouse Guard

comic books.

To play the game, you’ll need two to six people, some pencils, paper, about 10 six-sided dice and a
copy of this book. One player takes the job of playing the antagonists, supporting characters, setting
and scenery. This player is called the Game Master or GM. The other players take on the role of
individual guardmouse characters. They are the patrol.



The GM'’s job is to transform the players’  missions or in missions of your own design.
guardmice characters into heroes. How does he  Lastly, Recruitment gives instructions on how to
do that? By challenging the players with obstacles make your own guardmouse.

set in their path. It is only by overcoming difficult )
Getting Started

In order to play the game, at least one player at the
table will have to read the Mouse Guard, It’s What
We Fight For, Mission and Resolution chapters. He
ference the book and teach the other players

TRUCTURE OF THE BOOK "™ play
S as the game goes on. | recommend that you

There are 12 chapters in this book. This 3|50 read and use the Sample Missions chapter.
introduction gets us started and presents the

challenges and passing through the fire of
conflict that the players’ characters can become
heroes.

Yo C<® fer to everything else in pla
basics of the Mouse Guard game. Next, in the ae piay:

Mouse Guard chapter, we look at the Mouse S\ fg This Book
Guard characters in detail. Following that, we

delve into what drives the Guard in It’s What understand and navigate it. The text is written to

Seler e Mission detail sshowtiorplay < address the GM or the players at specific times
session of the game. Resolution describeaINw't

determine the outcome of danger% ations
in which the Mouse Guard are ofteg/involved.

This book uses a number of tricks to help you

and color-coded references are used to let you
know where you need to go.

41—53 When you see Celanawe, the text is
4 '%u

& iz talking directly to the players. “You”
* means “you, the player.” If you see

The Seasons, The Territories and Denizens of the
Territories each take a piece of the Mouse Guard

setting and present how to use it in the game.

Abilities and Skills and Traits illustrate the rules i HECmEr P tagiprSijel SEienl R Do ifie

for individual skills and traits. Those chapters TR LR o) HECIRETL 5 se P e
also describe how to improve skills and traits Pl
and earn new ones. The Sample Missions chapter — i, When you see Gwendolyn, the text is

provides you with three prewritten missions you ,«. talking directly to the GM. “You” means

and your friends can play. It also contains 12 “you, the GM.” If you see this icon at
sample characters you can use in the sample the top of a section of the game, the paragraphs

that follow are addressed to the GM.
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